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• of a single pubi.it h -r >ni: \.r-.- '» < > . 

i-aas rang© From about $S. to $10. dap-ending on the ma gas In®. Thar-® arc? 
f} - I bjwic methods of charging the fsa to the player : 

-• rae, say $5» For which you sill entsr a gams and receive «!! isEuen 

r c-3 quired to complete the.t game 
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x v ""•ms r i3 <"—«-•• r -II y run on 3 or 4 week cfewaKli irsm*. The-.?;. ie ff or-dars 

rr "or v n c fj'i dalie End -bhs- next deadline I. c 3 4 sse^s sv;a;y,. 

> ,jr ! - ^ '~ 1 s allows 2-- 3 ggeks for acMiy-r; '. cs ic;- 

_ h~* iO / i In which orders are csilXsd for it.y GM : "s. Lsf 5 look 
" - > 

1 ^ .'jtr-.' . u* is system -thar-s are 3 sensrsts desdllns?; in each 

3 j '*"*■-*. c -"r.dline is? for Spring oi'dars, Fo^*- the ssocnd 

c r.v. ' • -1 t your auninssr retrssta and your fc?.l)' orders. The 

' -" > r t. u feurrn retrasts -2nd Wint-ar build-.?. This is 'ths syc^'Sfi- 

,t i v' i Ncrt.h America, 

1 '» . nr,L 4 "~ *- K-.--;"c -Lh.:;;' are nnly S sspsratia claarfi = n = ; ? par ;yosr . 

j ti* r 4 1 > 1 lu-d::: iis.-st: year- Fail r v . pi us your 

,!^.'(.< - j i ->(? . conditional an everyone glee's retsr-ejratsi and your 

i. „'? ** ^ t ■ ba niad:i cond- .ri ana), on f % ' -:ar'.:' i.-r-r 

ci * r . * rr» ?~sc!."ire^ is-.c-r'^ sdvsnca planning ■ xz jsp?i-sds £> gams 

>r j •/c f r Jly , DH« yes, t;Hs: second wo /a season ©sob gssma-yeer 
r 1. 1 * it 1..;-: mrsy fcci K»d3 corditioncj.l or* t^s s'^asisr r -3 treats.. 

" ~ v n ir •> v/iT.c to with ths Q'A to bo? »yre yen,; understand 

in 
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ni-uor- . j It; »r- a of f. < /ai^i tas>x.a as to wsf^'cf* 1 uup*sr iar , j 

i'tll probably pay - "irwo Fj<- uiqtt^ c<» ve printouts, out no*. nsca^sa^i 1 / , 
rurthw distinctions* are: c-^jsalnjis carries games (for the most part this is 
what has bean rsfsrrad to up Ho now], genzina ; carries no games' and deals with 
gsnsral articles on Diplomacy. warehouse zina ; carries a large numbor of 
games with no press or other Frills. pr ppagandaz ins : carries propaganda From 
arm or mora players in a s pacific game. 

Boardroan Numbers; These are used to identify postal Diplomacy games. They 
are in the Form 19#«~X, in which the »* refers to the year in which the gsraa 
**s started, and the X refers to the spsciJFic game. So, the first game star ta ■ 

in 197S is culled 1976-A. The next would be 1976-8, 137B-C, ,1976-2, 

1976 -A A , 1978-A8. . .etc. The present BNC *( Boardman Numbwr Custodian] , the 
pereon who keeps track of all asms a and assigns number's to new games is 
Oou© Snyarlein for* the United States | and Ooug Ronson for* Canada. 





Lmk, th»«a wt kqt wtits In 
yowt hoa* awipply emtm, t*», 
I hav« in fact started yea... 
And. yes, ban, next mu«ti I 
will Stave 18 centers, tu» thara 
I* a* wijr yo« can $ai ttnngi 
«K a»S Caekl*, caeJd*, ci-scrtla. 
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!j-HHSILiyAES s written though the Diplomacy ruleboote is, it is certain iy 

not a 11- Inclusive and qwsstions do arise over certain rulings. As « result, 
santtj though not all, publishers print, 'house rules. Besides stating policy 
fi* par deadlines „ foes and the like, they often include a listing of rula 
adjudications on what, may b® considered dubious points. When entering a gam®, 
you will be furnished with a copy of your GM*s house rules (if he Has ©ny, 
of course] which mill clwar mpst Foul-ups before they occur. If you are also 
new to Diplomacy in general, thssa will prov x dm some help. 

Playlnct time * The wmount of *xnias spent on any one gams varies. However* , one 
should roughly figures on «rt -sour or "two whan the game starts Cto write every- 
one if possible, your neighbours otherwise) . Then thars is the time spent 

wading and replying to 1 attars you receive, as wall as posting order a regul- 
• 1 y f a set should preferably b« sent in immediately on receipt of the zina. 
rt *«y you have time to revise them if you wish, but are ©till assured of 
t- '--vslng caught without orders. 3 The) amount of time mpmnz on any one game 
i »«»ther wri-ting, setting up th» bo»rd„ * planning , ate, varies substant- 
•.v One Full hour each- deadline is a good guideline) . There is usually 
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its would be well to warn' newcomers not to overload 'chamseives.- I*.: *c»uid 
ba a good idea, „g entar only one garr.e so start with., perhaps t*o v f><ay 

these tor a few months , and then sac a limit as co how many games yc; 

feel you can handle.. You should have a raugh idea of this toy th«n. I #riuid 
adviae entering only a Paw games., bu.Uci.tng- up slowly and prevar, t. V ng any 
■aanaei vabla overload. ttemerabar\, it takes I?E£LJ£s;iS£.!I basi caJ ly to finish qa^a 
s>r postal Diplomacy* If you start enter *ng games too often . ycu .-.t.i {.jhi; «»c 
3ometiras find; yourself -over committed. In addition we offer another rrt'sia ear n- 
ings GM's are- people, and for them as for most of us, most of everything sise 
•.-va do is more important 'than Diplomacy. Trti a will result xn -che accas •. one l 
daisy., and occasional player difficulties.. For most of us than . >' t is a 
i about" of love.. 

When- a playse.'r»sigr^*r disappears from a game c a replacement is 

-tsBignsd, Most GM 1 s»- maintain a list of " istccindtayss" < pacp'< o vtti i an; 1>C 
-a game in progress .if needed-, Usually a 0M will asK for- standby o*'"da— , 
a player misses a turn. Standby orders are a set: of Conditional order s s?uhn»-;t t 
by the person named by the GM„ These standby orders are conditional on t><* 
current player ma missing a second move. Usually* if the peasant, player- missea 
again, and the standby orders ©re used-, tha standby player than tsices* over 
n»sitiono In most cases, the cost to standby is oniy che cost of su&syibi <-r, 
-co the zlne in which you are .standing by.- 

f 3o'«>-; a standhy is a reazorotlf « v -, , , • fi c, t ^j,.. & ,r?d on© can id 

- - inn -o -.5 ;sj I »..jc qcoJ rjt n.-j- • y s « >s . sc., -.; ;.•,,:;•■»*•, , - 
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A SAMPLE ADJUDICATION WITH EXPL ANAT I OM by Robert: Corral I 

Although postal Diplomacy has no "standard" approach to- the publication 
of ra«ults , the following adjudication is typical of th® reporting of 
Diplomacy result:*: ' 

GOOD OLE FRANCE JUST KEEPS ON ROLLIN* ALONG. WILL FRENCH REINFORCE- 
MENTS RESOLVE IONIAN JAM??? 

S u yipa r ^ 1904: Austria a mun retreats to ruh .,..-^. } 
Engl i an* f nth retrisatie 'to" 'ha 1 , and f nwy '.t<* : siea." • 

Fall 1904s 

Austria C John S to vans) ; a ruh-burj a war-ukr ; a ser-ruro ; a trl-bud /a/; 

a vie s m trl-bud /d/ Croey retreat to boh) ; f tyh-ion . 
j,; li«nd {Jim Lawsson) ; f he;! -dan s by f ska ; 
fr-tsncs £Pat Efron) : a lvp--«di ; f ang-wao ; f lon-eng; a mat — pie; f lyo-tvh ; 

a tyl s russteian a gal-vie; a mun & gerroan a be 1 -ruh 7nso/; 

Swmarty C Tarry Knbwles) : e hoi-kis ; a bel-hol ; f kie-ber; f nth- den ; 
* -saiy C Stave Ha J. 1 .1 : f ^tyn.;/;."«2I * f*o»-r»p ; a van-tri ; a by F adr; 
'* C Donald WlX®»Hanl ? .ay It? a sfcp-lvn j a gal-vie; a roos h; 

. *• »* Cete-uce Schlickbarndj : f ion-alb s by F gro.; a con-bul ; a rum-bud ; 

a ukr_s russian a mos -war /nso/j a sev-rum ; 

F bla-con ; 

\<- jYt-ttyAS " three letter abbreviations are those listed in 

,* - * / Mt^t'-o k a Few exceptions for clarity. For example: 

•e , n*. »( / ( lvp~ Liverpool , tvn- 1 ivonia » tyh-tyrr nanism »ea , 



'* \ 

i 



•ty 1 - tyroiia r , mao-miti atlantic ocean, Whanaver sn orf.'.M-" 
means that it is unsuccessful Whenever an order 1 , r .. , 

this means that: the unit bt-on dislodged and tnus; "■-'..•■•<:-, ,. o-„ 

retreats are usually lirj^ac' i..; : -i3r ' ; :ha diriiodgamanL r, > : . or .-..(.: :■■>_; jcu'-.um 
of the adjudication. "/a/" means that the unit has been dislodged, but it; 
also has been annihilated because it has no place to retreat. 

'Vnso/ w means no such order , and is usually indicated where you ara supporting 
an ally* 8 move and he doesn't make that move. "/nsu/" is indicated where you 
have ordered a piece that doesn't exist- -it meens: no such unit. Other 
passible shortforras are: NMR— No Moves Received C in this case a player's uni 
automatically hold, as per the Civil Disorder rules in the rulebook) * , and 

/ irrip/— which means impossible, and is used in the case where you are trying en 
impossible order, let a mos-ber . /Ijbp/c 

At the end of each ywer , a supply centre chart 5 much like the one below 
is published: * 

Supply- Centred 1"dr *t9ltflft s - 

A: 3 centres} bud, ser, war , *faft % iti4% tfi&tf. remove 2 

E: 1 centre ; den, 4&fL f ft^jjf , remove \. . 

F; 9 centres; home * per, spa, lon 5 ^ lvp, edi, mun , build 2 

G: 4 centres; kie „ hoi, bel , bar « *WI s even. 

Is 5 centres; home, tun, tri , build 1. 

R: 5 centres; mos, sws ( stp, vie . nwy , \66? , build 1. 

T: 7 centres; home* bul , sev , gre t rum. even. 

A supply centre chart such as the one above allows the reader to see which 
supply centres have changed hands during the past year „ Note that under- 

lined centres have been acquired in the past year by the player in 

question} and centres that have"///" through them have been lost by tha party 
in question. The abbreviation "homa" simply notes that the country holds all 
of it's home centres. 

Finally a GM will print deadline information such as Follows 

be low 1 

DEADLINE FOR WINTER 1904 AND SPRING 1S05 13 NOON TUESDAY FES. 3, 1976. SEND 
ALL ORDERS TO HARRY DREWS. 

This GM is using the conditional system, and thus requires Winter builds 
to be submitted w$#f SpHMg' brW*s , * IT ^eHSfiTOSrtnw dajTU "also ususeVly 
mentioned so that people who phone in orders at tha last minute will know 
exactly when the deadline is. Note however that the GM doas not guarantee 
in most cases to be in the evening of the deadline t 

Although the above is a rather standard way of reporting results s GM " s 
tend to be individualistic— -so expect variations* Most GM fl s are always happy 
to explain their system"© differences to the novice. 

>"* -V «?.. 

■»» <v 

The following article was published in Cepheids #3, and has in the mean- 
time received much praise from novices who read ito So , alrhouch ws> do«v t 
normally publish reprints over and over again , we are going ",'ith this a<:- r ~ 
piece by Brenton Ver Ploeg. This article originally apporrwd ;.r. ii?<:-<r : \:;y--.' 
Platypus F la, and was later printed in the .1973 IDA F,iays:- H^nHhcc-, . 



GENERAL PRINCIPLES OF NEGOTIATION , OR „ HOW TO AT 
LEAST GO OGWN IN STYLE , IF YOU GOTTA GO DOWN 

By Br an ton Sf&r Ploeg 

FU'M%, HAKE A DECISION! IF you equivocate through too many years of play t 
if you pl&y ''the nautral s first, and ' f oremosst friendly to all powar.a » a couple oF 
things rosy happen to yous you may simply not gat the initiative that you need 
to win s or you may Find that all the cooperation that the others p layers have 
dene while working together makes them rather more prone to continue working 
together than to aplit the alliance For you* Initiative , of eouree , ie all 
essential,, because no matter how Fragmented the other half oF the board, you 
have to be at about 8 or 9 pieces whan their war starts to show a clear winner c 
If you don't commit your se IF to an ally, the ohanoee are rather greater that 
you will be several pieose smaller. 

Once you have made the decision concerning your ally and direction of 
expansion (a mora extensive discussion followe] , stick with it! You will, it 
heppent, oFten Find your ee if in slow going in tactiole terms* OFten e in Fact, 

^^^^^^^ ^^^^ ^.^fmm^m^m^ t-^i^a-^^olge^en and ^ M * 
oFten gmrrmr a couple of extra centres simply by etebbing the Former ally. 
Tarr ing very unique oiroumatanoee-— don 8 t do it. The gain in centres will often 
be compromised by a loss in credibility in ^general, and speciFic antipathy in 
the game where the attack oeeure.. 

Along the same lines, try to avoid directly lying „tO your intended enemy 
It is poeaibla that ha will be equally oFFended whan you attack him anyway, but 
he may not. Moreover, once you explain to others what happened , they may 
under etand too. fiscal 1 that a single Diplomacy game does not stand by itself. 
This doeen 9 1 mean that you ehould get into 40 gamea ao that you can make cross- 
game dsaie; it doaa mean that reputations spread quickly * Enemies, as Doug 
[Doug Beyer lain] aaye, oFtan crop up aimply beoouee you attack them in a game* 
IF you can avoid it, soften the blow by not making an iron-olad allianoa with 
him with Full intentione of breaking it later. You will note, oF course, that 
thie - la often taetioally axpanaiva . Maybe ha will suspect something, 
end come after you. Maybe you will lose a see eon in time, or maybe even a year 

It*s thus at this juncture that you must balance in your own mind the baai 
tenet of keeping the initiatives dieoueeed above, with eome other baaio prin- 
ciples. X suggest that it 9 a often worth the cost, in extra time needed to 
subdue an~enemy, to evoid tho sort of truly "dirty" stab that many players seem 
to think the true beauty of diplomacy, It's a decision you must make For 

Along those lines, there is room in Diplomacy For a "Silence ie Golden" 
rule, if applied judiciously., Doug saya in hie article, and It* a generally 
true s that you should write absolutely everyone involved. That's almoet always 
a good ldea 8 but there are eases in which it might not be 9 and they almost 
always involve a oaae where you have deoided to ettock X player. 

This may be for reeeone of country position, or for reasons of player 
©tructure 8 but the reason is immaterial —the p oint ie that you have not promise 
this player anything, and thus, when the attack comae, you cannot justifiably 
be condemned For duplicity. The lessening oF your Diplomatic option is the 

disadvantage but you may even get that back sometime later , in the Follow- 
ing situations suppose that the battle lines end alliances change rapidly 
•while you are Fighting the player you initially attacked. IF, For reasons of 
your own C remember that this should be done rarely] you decide that you want to 

switch aides and ally with your former enemy, you are in a much 
-<«i:iEer position to do so than you might have been otherwise- You can say to 
Ki* "uook, we have been honest with each other. We have never lied to each 
; ^ ? -^ct , in Fact, we haven 8 1 even corresponded much with each other bet»uses 
>-->r-: "Mfjhtingo We have iliuetrated our. good Faith to each other , but that: 

• ' >"„ in country Y, ha a made promises to the both of ua. We should, f.hu» f 



. > . * r«u srujd Pcitt^ a 1 amen t <.j m t - . i ?-. , ■ -,nc/ , » . r i,< . - . « 
.vtn » r« ; , =»o inelegant'! y woi4fj, < i jra\r < ^ - ."oi;<r< .m <jr-rl 
r\<*r a s© a passi-bits var « ' ot 1 ' «.-> t^t ; t -» m >- i w/riew < 

■ .„ . iit-**^ \ j of ! <..>-'>nur ■, • -~i . ■ .. u .• c .*«.■»< rf % , . .i j 

ofjG>>u in fcha f t,ture 8 which is sJ ways a yoo<j i o < V o' • r- .n «r . ts r*ii ' 3 1 w^-" 
ai4iar>oe orf er - Tne only t ) I nave don,' f-ftj c in a qarr< r < ? «~;r • .< < f,- 

ptiwyinq Auscr xa t .and had a Rurajrin aiijance t,o Bttof-k T^rka^ J r/i'> : ur 
©--wing an isllienoe £ but spee.ifyj.ng the "cjoeomar y" terms »I pot Li<3f-oi-«. 
e*i<-* Juigs^ia in J 901 c with Greece to be tr- acted for Ankara in ib'J.l • ij("vt v 
wo^ld a naturally build nothing but fieot.® in Smyrna, but? to sho.v • ,e«u itri, 

d not build more than two units in the f Iret six game ye-ara r r-w-psr «:'!«»<=!<* 
r;" now iwr!*"»y centres he happened to tsfce., and, wall' ytnu ■ gat the idea. 

E agree un utterly with Daug 9 s w I sdofn^-kBBp- your options opun- 
j*>"7s-fe to you that there ere other*, alternatives to writing even enemy pLoy»r- 
ail the ,«imo. n -Of oour-se 9 • there rare i^any situations where you would want t« 
cores spond at ell ; fej.r?e©» AM, I pan recommend is that you use your best juda@~- 
tft^n%.- t MpXtmmtsy t» v W^^m^^tm £ 'though Hfei^ ^tBsaPg ^ 3 Mgtt flNli»v r cfa*fc*« h^e*^** 
99% caetios J , 4SX Diplomacy,, and. SOS intuition . .C in . which category i t not 
Usdy Luok.3 ? . .... ■ , 

?»oond :i . don 17 t make a Foolish SteUNDER whan you write letter s-»«a void the 
TEMPORARY PLAYER SYNDROMS , It's a basic fact of life that- many Oi-plomecy plssy*^-- 
coroe and go.. Cones quant iy , - when decisions are arrivad at concern inn the 
slices , one will ohoosa in e genie, little things make a difference, 

There ie„ for instance , . no rule that says ■ that a player whti' -signs* HJr-««i f 
"The Duke of Luxembourg", and emblazons his letters with all sorts ©F smbaesed 
royei • 9e«l« r may not be ■ a very excel i ent player,- Many times 8 in f #9«t , thf 

the case., rand meny times, other players in the gems tend to want to- -f'rci? 
f,hamea ), vee of tn© potential inexperience that this practise indicate®, tl don'*: 
say it is dona with justifications just that It is done 3 So f you gain r ( *f Kv 
from using thlw teehniqus. Write to the - potential ally as if they wer« 

exactly what they are-^pld'yws in a board game* in which you both have design* 
■an succBaa} not as if he or* aha were a head of --state.-, unless it 9 a tied to y 
pr®s©o - -., - 

Another thing to avoid, as Ooug say« s .is, -the. "Bare Bones Diplomacy Latter'' * 
this is acceptable after you know the player and ' you -have .an alliance s I tuppow 
but it 9 ® better not to do it even then, -At -the.. start of the gam©., however, it|&- 

disaster Again,, many playars have a tendency to drop out vk» 
line lattersc This catagorizes you right away in none Xio favourable b light. 
Moreover » ,tha .|»er>son^v^^i#^^intMM9(Gl- ^te-'iftMy^'- ie#t^^ooul'-d^iii8e#ne &t«a«»fi|jux4wr «t»' 
•never write, him a letter? like that; if- you intended to do anythinq ofeNar t*>*. - 
attack him, ..Cssa 'the 2nd full paragraph on . this .page for an analeg?>.*» 
situatiort) anil thajfc ion'-.t- .axnotly • to your benefit either. More Importantly, 
however 9 you ne»,dn? ; jfc be so- cynical as this analysis -in order to write - lon;--^ r 
letters, Yow might find, and indeed are . likely to, find -that -"the parser* yvu w»* 
earr»es:p.ondinp with, is an interesting - - person 9 and you may broaden ynur 
horizons* 

Thn final aspect of the "short" tatter is this r ss 'Ooug says,, a 'ms.jfor 
. K , nf . f,v oipiotMBoy is being able to ditscern --the - personalities of yfeur oppone-n*- 
j . . throuoh the mail 9 and sometimes, over the phone. If- you receive* 1* istter 
thi^i uot Rfc-tkas a brief proposal « and nothing alse s that, parson i*=?n* t --'m 1 1 v 

y-"ju a chance to see what their thought processes are lika v *.»nl#'-, n *<•♦*;•• 
1 f. ttc * i lur 3 and contains a lot or analysis concerning the game t thera- j> 
\ '«* f, *,hatt says you have to be jntimace}..- In short 9 - they aran 8 -t gi vi • 
-4? ; 1, '-'ffv,, jnd thare doesn 9 1 seem so ba much of s reason, why you 

<* - .io« «. there? So, lengthen those jr u t.voi i otter s and r"t y» "i- -.:»->*->••.'.' = , 
"j"- >• • r n,»nr iol then "Let 8 s attack Cermary«-he s m & dirty ., 

' * 1 •'■nn 1 ' t do anything stu.jp i d^ If vou m .-i * - l 

'**. t ■* yt*»jr* double arc's? «©J t~ p?' Jt" - " > , r 1 

«. t. j ■*■'«- ^1 *Tfi ."/nt of r i«- t'>«- 



■: r -;:-! •noTOarrtuiw you gain is enough to counteract any adverse eFFect 
>. "'."c.owher-a on* the board C AMD a I might edd 9 elsewhere in the whole 
;.ro. -a your reputation might suffer. There is no reason why you should 

' stab someone more than one evary two or three games. 3 
~j ~,.iV,. s . I add a second necessity. tKm.«ih If.* <s herrity particular ly orin- 
.• u I t h to*! siwevs write a letter to die yutraan you have* staboed, and rry 
uo make certain "that it arrives after the deadline data Cthat is s of course, 
obvious! and before the magazine arrives. This last is less obvious „ but 
equally as persuasive s if in a more subtle sense, Thsre is always a shock 
when you ss© in the magazine that you have been stabbed . No press releases 
can possibly explain all the reasons you might have, and, in any case, a press 
release can't be very persuasive.. It sometimes helps to add a humourous 
or- ass release [besides which — it's FUN 3 at the time of the attack, but you 
should not allow such an important letter as this to apply to public channels- 

Note wall that writing the person you attack, during the season of initial 
attacks does not only apply to people with whom you have had a close alliance 
C where it should be obvious 3 but also to EVERYONE you attack , save those people 
veouT attaoje^. early 1» tfcv mm tiwt you have chosen not to *fit» §t^«fl*.«»€F*ram 
nMla¥lyT^ign%^ "•iranf* treatmem^on any- 

ai sa other than someone you plan to attack at the start of the game » 3 IF you 
hove not promised them anything of real value , if you have let the correspond- 
ence between the two of you grow cold ■ , these are things which you- should tell 
the person you attack. You should t in fact,,- be able to point to several indic- 
ations you gave the person that you were; in fact s planning to attack him . 
The big catch—these should be TRUE . 

IF you're still reading at this point, you see's Flaw?" if yOu* can correct 1 
claim that you warned him, however covertly, HE should be able to see it too. 
That is of course accurate, but it doesn't mean a great defal as far as 
disadvantages go« This is so because ail you have done f in effect is made 
your, deals with this person in the same manner in which he has mad© deals with 
you. In fact, the way 95% of all Diplomacy players make deals with each othsrr. 
The .truth of the matter la that you don't have to attack" a person ' siihjSly 
bscsaase you leave that option open. In fact s as often as not, you may not 
attack them at all. Ommiseion doesn't mean antipathy , and anyone that thinks 8 
so is being Foolish. More, it is suggesting a situation I consider' absurd s 
though it happens in perhaps the large majority of Diplomacy games % everyone 
allies closely with everyone else P and we find but what's really happening in 
the. Fall oF 1901 and the Spring of 1902c There is no reason in the world 
that games cannot proceed to their end without ever having made a "Firm" all ie- 

*W B< ¥P^^3SK^ f%' : s r pbsable to suffer 

cjt fc-he hands oF some cms who thinks you plan to attack simply because you don a t 
*ily with him until 1920, but you have to , wweigh these issues For your*- 

selF^rit may be worse to ail^ *vi.ch that person end than attack him Out keep 
one thing in mind Forever— there are large numbers of Diplomacy players that 
operate on amoral principles entirely, and you". must be aware of that, Mc syotc* 
operates well in isolation, and meeting other players , and other system 
r»F approach, is not only raFre shing, but challenging 

This balancing act becomes acute, and if you reason that this article 
■toes nothing to point out just how you should lean s thesn you have' correal 

-jnalyzed it * I haven 8 1 really regarded it as an attempt to do go. Jut thi-3 
ir. a philosophical difficulty that everyone solves for themselves „ and recall 
jehot it°s only the third part of the go nor a 1 heading- "Genera I Principles,, If 
7ou want to double cross at will ^ feel free- 3ut expect 3ome repsreussians in 
both the short term and the long term sense a. 

' ;T I T — The Initial f lanotiatxons s 

I V '3 clear enough,, as I aaid before-, tngt you have to reach =3 liist.** of.---.-.- 
' ■:-.•.-.•*'-. v,-tth a • certain group of ellies^ and then push ae quickly and et^jreMuiveJL, 
:,? - *>.»;• r<^-> th©+ noal, Out, as the y-'pr •-• qq on s it i* spiwrrnt to -m 
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that; to precipitate a commitment is as bad as none at all . Most initial rmz ; v 
ciations periods ars never over a month, and often actually use much Jess c,j rne 
than that. 90% of the first moves I have received in the three gam-as I have 
run Have been received weeks in advance of the daadlinss.. Some? times v chis is; 
all you nead s but sometimes I think you nasd twice that long-, IF only to corr- 
ectly analyze your enemy. My worst error in a Diplomacy gamg was in assuming 
that the grand strategy of the game was the most important s and that 

people oould be moulded to that and. Unfortunately „ I in bartered friends and 
enemies p and was stabbed by tha player who was to be the long-term ally 9 and 
befriended my intended worst enemy . All too lete for me to react with any degree 
of flexibility, naturally, and the game was hopelessly and irrevocably lost. 

Thia implied at the time that all games should be run on the basis of the 
persona 11 ties involved, that sounds perfectly simple, I agree, but in involves 
disadvantages* The mast irritating possible letter to receive early in a game 
ie one -that absolutely refuses to be committal in any way or forme He is wait- 
ing, to see what YOU offer , wHieh. by some strange coincidence , in just whet YOU 

m*mm±mts -<%i*m&fr4mmt end ^^^^^^m^^^^^$P%^mm^a^m 

a very neutral agreement. It 3 s for- that reason that it is of ton best to try to \ 
get some idee of what the players may -be like BEFORE you writs them The best 
way to do this is to know them in advance of course, but, until someone doss 
the very valuable work of preparing ^game records for carte in players s you have 
to dig through all the records yourself, or pay Rod £Rod Walker] or someone 
else with the reoorde to do it on their time. CThey might do it grstie for 

eomeone with a few games s but after that you probably should givs them somathim? 
for their tims]. 

Alternately^ or perhaps supplementally, you can cell them on the phone. 
Diplomacy ought not to be influenced by costs, but the simple feet is 

that Diplomacy IS so influenced. It is for that reason that players in the 
same geographio area have an advantage, because communication between them is 
so much more sure, or, st worst s cheeper. But there's the other aide of the coin 
there too, because it's certainly e worthwhile Diplomatic weapon to claim that 
X S Y, reeidente of the same area , will therefore ally s so that they should BOTH 
be cleaned out before that happens. Naturally, it's not necessarily C or even 
often] the oase that these people 00 ally, but the burden is now on them to 
convince your potential ally that they are in fact mortal enemies, one with 
another . 

If you can do this Bort of initial groundworks or get some sort of reason- 
ably reliable hearsay evidence concerning tha player whom you might want to 
influenoe , time - to, go ^*f*C^ • If »^Bflfe4% trujrtw».or*Hy , > I Mm|ae^hpt 

vou commit yourself to a specific initial line or attack, and ALSO CCTwiT YOfift'- 
SSLF TO A GRANC TACTICAL SCHEME » Andy Phillips,, in regard to 1 the first article, 
has written me that there should be better rsasons to ally with someone than 
that ha or 3 he is a "Great Person", I of course agree 100% , and in addition to 
being reliable, you should doubtless be sble to convince a potsntial and desired 
ally that you ere both willing and able to fulfill your portion of the alliance, 
Tha Brand Tactical -Strategic proposal is of this nature. Here you would deeoribes 
tha middle end end gemee, ae you see tham ; in terms of what powers will be batt- 
ling what other powers. After the initial round, if your alliance is accepted 
in a manner which you think is sincere, your alliance should be cemented into 
somewhat more detailed terms. Specific plans should be formulated concerning 
whet le to be done with various othsr countries, and consideration should be 
given to how the situation might- change. The ideal situations, which ie actually 
not too hard to attain unless you have soma real close-lipped people dragging 
down tha game, is one in which you will not be surprised by anything that happ- 
ens on tha board o Allowing for a reasonable amount of breakdown 9 no massive 
strategic shifts should manage to perpetrate themselves without your knowledge, 
or at iaast some sort of idea that they might take place.. Ideally. 

And that, deer friends, is why,; 1 1 is next to impossible- to "tee oh" Oirisrv; - 
You can "teach" the tactics element c I supposs „ and there are a large nu«* *r r 
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wruicles by those much more skilled than myself in that regard which you should 
read before attempting prolonged play of the game. But the rest of it is by 
"inference"* You roust, on the basis oF what is cften nothing more ^thah intuition 
al^nej, daoide whom you can trust end For how long. IF you think thstfc you are 
about to be attacked, please try to think compromise. That is-»of f er the attack- 
er a centre or two in order For him to go away and bother someone else. 

This is winding down right now, I can tell. It's really almost next to 
impossible to get down in prirvt all the myriad little things that run through 

anyone* s Head whan they f.lcy a game of Oiplomaoy. I have played only Four 
years now, which isn't wary long time compared to some oF the real "old-timers" 
but I have seen some very clever tricks perpetrated. Beading can do something, 
but watching doss mora* Most; of all, however is interest. A player who doesn»t 
give a shit ia going to lass, 9 times out oF 10. A player that is interesting 
and challenging will, much more often then not, do well* Perhaps he or she will 
even win the gams. Not only is intarsst contagious, its tells your potential 
allies that you are not about to beoome a negotiating drop-out, and makes you 

oF course, but it's then when you cart earn the MOST respect oF your 

enemies. I have never eliminated a player who has written at length while 
being . attacked, and kept attempting to change my mind. Furthermore , I have 
always endeavored to ally with them in Future* games, bacuase I know that if they 
Fought hard whan thoy were losing, they wiM fight doubly when they are 

winning. 

e ' # * * .. * 

The Following article, although well known in the Diplomacy hobby, gives 
a good example of the type of thinking that wins Diplomacy games. Edi 
Siraan, the author, is certainly among the hoboy»s most successful players. 
He is presently the president of the International Diplomacy Association. 
Thia article originally eppoerad in Hooaier Archive© #43, it la reprinted with 
parmi««i4«n. Frew Wetlt Bucharroni.! • ' * 

THE LEPANTP OPENING by Edi Sir as n 

By most means of statistical analysis, Italy is the weakest power on the 
Diplomacy board. This could be attributed to several Factors: poor players, 
a weak position between Austria and France, or the inability df effective trust 
development between the Austriarw -and the Italians due to the unusual situation 
oF adjacent home ouppy censes.--- Were -often than not, the Italifcfc* jara >srwMf ' ; 

«i» 'aielMi^^ * " ' 

Turkish resistance and back stabbing by a wsstsrn power. 

A possible reversal of the Turkish domination of the southeast ia an 
alliance between Austria and Italy whioh uses an unusual opening by the Italians 
to quickly secure the fall of the Turks. The principal problem in attacking 
Turkey ia that player a Find ita corner position vary diFFieult to crack. Italian 
initiative combined with Austrian pressure can remove the Turks From the 

comer advantage by the emplacement oF an Army deep behind the Turkish position 
in Syria! While it may be an unusual position for en Italian army, it ie the 
most effective manner to turn the Turkish flank and to threaten the Turkish 
mainland. The trick then becomes to get there before the Turks block you. 

The Spring 1901 moves for Italy should not reveal an open biaa toward 
Austria and should indicate instead a kind of calm wait-and-see attitude. Thus, 
the Spring should sea the Itsi linns moving Fleet Naples to the Ionian Saa, Army 
Rome to Apulia, and Army Venice holding. Hopefully, the French will be 
involved in the West and the Austrians will be moving to Albania with their 
Fleet and occupying Serbia. 

In the Fall oF 1901, the Italians make the initial set-up For the drive 
to the East. Thie ia done by convoying the army in Apulia to Tunis. This 
leaves the Austrian-Italian alliance with two Fleets that can threaten the 
Aegean as well as the Flexibility provided by the army in Tunic whioh can be 
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convoyed back to Italy or to Albania if plans go wrong,, Th-2 Ctai ian tmmy in 
Venice holds end ie thus able to provide some security in -tlv3 North r Note that 
should the Russians and the T: r:<o combine, the Auatrians will be in do spar ate 
need of an axtra army to Pc:t; rv; : ftuEf-.-ian attacks . 

Afier a winter build of a .'leet in Naples, the traditional build of Italy 
in the first winter , the Italians order the Following for the Spring: Pleat 
Ionian to the Eastern Med. , Fleet Naples to the Ionian, Army Tunis and Army 
Vanica hold* this eeouros the convoy route, For in the Fall, the Italian* are 
clear to convoy. Army Tunis straight to Syria. The Fall oF the Turks is now a 
certainty. The positional advantage of moving to tha Eastern Med. i© enhanced 
by tha existence af tho Au«tarianc Fleet in Greaca* Khan the Italians make their 
move to the Eastern Mad. , thaeAustrisns should attempt' to fofoa tha Aagaan, 
more to kaap the Turks out then to gain ituf or thamaalvsa. In tha Spring of 
1903, tha Austrian-Italian al lianas will have three Fleets that can come to 
bear on the A ego an as well as an army that can threaten Smyrna. For those who 
wiah to Fantisiza, visions of the I t©l-ians moving on Sevastopol can be conjured 

Auallr^in^^ 

Austrian, position in Constantinople. 

While this opening ia vary affective in crushing tha Turks caught unaware, 
it ie FutLle to attempt if tha Turks Inove their Fleet to Constantinople in the 
Spring of 1901., For they will surely, mova, it to the Aegean in the Fall and build 
a Fleet in Smyrna in the Winter, with Spring orders bringing it to the Eaatern 
Med. Here we see tha Flexibility of tha opening^ moves s as tha army in Apulia 
could ba used For other thincc. as such asfurkien opening usually means that the 
Auatrians are in For 3 lot or .-/-cable w From the Russians, but then that is 
another battle otnd another ert.icis. 

Law Pulsipher haa always boon haipFul in introducing novices to tha world 
dF Variant Diplomacy* Lea wrote tha Following article specif i call y For publ te- 
at ion hare, we hope that you will Find it of interest , and that you will at 
sonetirce look into tha Variant Diplomacy sasna* 

INTRODUCTION TO Otfy^WACV VAftlAWTS by Lew Pulsipher 

Variants are gamoa more or lass based on standard (regular 3 Diplomacy which 
are plays ei. by over half of all postal players. One quarter of all postal 
Diplomacy t;yD» gsmaa begun in iS73 «?a/># tear .variants, . ^Qmm,, ymg^misMimm. m pmp- - 

** aitlrliu%j|r^^ 

*etain the board and change ens or mora of tha rules; still athars change board 
and rules extensively. Soma closely rasemble the standard games , while others 
sear:, little in common with it. There are even variants of variants. The gamea 
Included in tha rulabook For other than 7 players are variants with "altered 
joard" .C,naw starting positions and differ ant [because Fewer] player countries} » 

„Sotaa...2ines are devoted solely -to variants, and a Few players play only 
raria'nfca,*, but a mixture of standard and variant ia more common. 

"' Almost' any subject you. oi ra to r>ame has been used for at least one variant, 
though more are bie being pr ceiled each month. Among these ara sciance Fiction 
md Fantasy Cegt Hyborisn Age > Foundation), historical £1721, Diadoohi , Nspbled- 
ic) i extension of the standard board and soanerio CYoungstown, Abstraction], 
lypothsti cal tUoat Continents] , and [abstract C Anarchy , Clack Hole]. There are 
ver SbO Variants with new boards and hundreds using tha standard board. 

Why do people play variants? Some like new acanarios for press release 
urposse or simply For a change. Others like a greater challenge than the simp J a 
tandsrd rules provide. Some become bored with standard Diplomacy after r&pre-sr.ad 
lays Many variants require differ on* skslJs and a different type of thinking 
han is needed For standard Diplomacy s and' ;namy are mora realiatie c Some variants 
Ffer better play balance then those- in th» rulebook for numbers of players 
ther than 7 s and there are var Icants vhich can be? ploysti by more than 7 
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■ \ .i-3?.ly f an ingxparsancsd p.Usyer has a befcLor chance Diiosuss sKper« 
- !.< ,:.i.",ye.rs cannot depend on <n3mnri zed .'Unas? of play --s!.i. th_* plsyars' must, 
s &r,r, i yz© tha new si tuation.. " 

Vfc-r Janta arcs not; oftsn oeTJrjiwc; Per ganeral ponu.Ler.H;y, Usual A y thay ac* 
.--l.ned st a smaller group which is attracted by aieatents pesr £1 cuiar to that 
vasrian-fcj most variants are played, only a Pew times by mail, if at all , 

Variants awe usually available From individual publishers { who -#rs ' often 
aiso daaignar.*] For 15-30$ aaoh. Available variarvi; p&ck&Qes: " 
A general colleotion oF variants is available From Paul Wood. 24B13 Harmon Ct, , 
St, Clair Shores, MI 48090 for $1.75. A package of variants reiatad to aci snee- 
r-let ion and fantasy can be obtained From Lew PuXsiphsr « Sox 1021 f GraeL 
Centra , Durham , NC 27706 for $2.25 C see tee low for summer address) 

, The. Following, people handls special variant projects: ~; 
Robert Sacks, 4861 Broadway, 3-V t He» York, NY 10.034 1* chac Variant "1Bo»ta?l 0fp\ 
Designation .^"MiJ-ler Nuwjaer" J .Custodian. He^aBaigis a unices: iden^HnPyirtfe ©ymbot 
•■sJ» .Sl^faaFlfift^ijg*^ '^oarefcaw® Nu*iftB^!£R»*4biaalff!P «ww ' - 

°an Gallagher, B42S King Louie, Or. 9 Alexandria, VA 22313 i s the Director of 
of the North American Variant: Oenk- Most Variants are now avail. From "him, 

LawjLa Pylaipher s Bqx 1021 jBotrft Centra, Durham,, NC 27708 ; ' ii* the- 0i pi ©many ■ ■' 
Morld Variants Editor. All newly published variants are revia we d- dascr i bed L 
^iP^jjlamspy ''ar Id. CNote that Lew 9 s .summer address iss 423 - tern St, . 
BeXj^ftje MI 49021). -.»„ n : • • 

r "*"' ir " : ~* ! * * # .' """c"~.*'" s . . '* "*,',.' 

Where would ee bs to have an -issue with of the 'Caphaida'-w&tt^Mrif an article 
by Bod Mallear? I don't know s , but Rod certainly is one of fSies-tosrjsey^a'Moat-'- 
cr-ollf fce. article writers. Wesll hara ere a few mora idea© to Wuil over 
before .you start that first Diplomacy garner Reprinted f r om Heos i <&H ArcMLw**' 
#55, with -itihm kind permission of > ?WaJtrt Sudanan, "*'-' 

RUSSIA 9 S NORTHERN OFFENSIVE BY Bod Walker 

Russia has two fronts , distinctly era para tsd % and symbol i zed by h.or two 
distinct naval Frontages t ffe? tic/Bar snrs and Sleek Sea. Allan Celnamer gave 
Russia four units ba causa oF v. hi ra , and thera Is a Russian fleet; on each front. 
There are times when Russsin: nc.y wish co concentrate initially on one 

Front or? the , other . This article deals with concentration on thaunopfch. I want 

I, I believe that early concentration may unnecessarily antagonise 

its object. Concentration in the north is usually anti-English, but 
choosing your enemies before you know which enemies have. chosen you is 
- >■ :-.:., r }°.^ *°P bright.. 

.2. Concentrating in the nc^\th tneens ignoring the south. Theca ls." than, 
no protection against a Turkish or Austrian atah. it also. «»aa?ia ain 
. abandonment of tha •right to sway events in the south, at least immediately 
The decision to concentrate 4n tha north is a weighty ooe« It- shriuid not 
ha made except for compai ling reasons.. If it needs to bs done,, however, then 
" * tware best "' twere don© quickly"', '>,n use fchs words of Lady f'scbat'h, 

Tha most common "northern intervention" move is F Sf.f'C bc l~both , A Mos-Stf t 
FoilowBd in Fst'II by F E3o"oh--!3ive . A StF~Mwy (hopefully keapinr fcho En.^il«;h out 3 
or A £tP~Fin s making 'uhxngs hot for cnrjland in 302, even 'hr.-ugh he ua.'1? tako 
Norway in 3 901c The other ermy is' than 'used in the ccuth . '.-«(- if f^u-A^iR f^as 
no imrnadis»t*o ambitions there./ hangs around WGY'id&rlrtQ vifhaL t.n do. 

But i »■ 'if you are' going 'td" intervene • ih the' north $ Russia? and abandon ycjur. •.. 
i r-T,'>r ijsjs i'r tha south fc- trio rw:s thsr< you may as «vc!l do Sfp n iL-^I ; Thsrs? 
(j'^.-Fc) a another «5eq.„/J3nrie; -.-hlnh offers i~ tar ©sting pcuzn $L\ .liter's ,~ 
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This saquencs isi 

Soring 1901 f'all 1901 Winter 1901 

F StPCse^-Bot F 3ot C A Lvn-Swo Build F StP Cnc] * 

A Mos-StP * A StP-Fin 

A War-Lvn A Lvn-Swa 

This is accompanied, of cou:-se, with suitable Oiplomacy, hopefully inducing 
both Franca and Germany ta L-,f-.rcV. the Wicked Witch oF the North, England. At 
the and of 1901, Russia has A units poiead in Scandinavia. Norway should Fall 
in 1902. 

The importance oF thia poeition lies, however, not in the Fall oF Norway, 
but in its aftermath. Taking Norway From England ie ow* thihdj taklhg anything 
<alss is another. IF Russian diplomacy has been auocsssFul, England may be 
glad to recognize the Fait accompli in return For Russian non-aggreeoion in the 
Future. In turn, Russia should be glad to grant this. In Spring 1902, ha 
should have moved F Bot-Bal Con the esisuae that he needs to get the Fleet out 
For- ^^^..InBMi^ WUl 

Hs is then in position to lauch an attack on Germany. A strong advance into 
control Europe is Far more important to Russian victory than the aide ehow 
against England [Russia needs to weaken, not destroy, England, et this stage 
in the game}. ~ 

By the end oF 1902 CRussia will* probably build A War in 1*02}, the Russian 
position is good in the north. He dominates Scandinavia , holding a strong deFen- 
siva position, anchoring his cFFensive there. He has taken, or is threatening, 
Denmark. He has armies poised to the east and north oF Germany. 

Again I emphasize, however, that this is possible only we when Russia* a 
diplomatic position in the south is so secure that he can aFFord to devote very 
minimal attention to that theatre. His very wsaknsss in that area, combined 
with successes in the north, may undermine his position. He must be eareFui , 
thar eFore , to engage in strong end aggressive diplomacy with hia southern 
neighbours, so that while* he necks to dominate ths north, he does not lose the 
south • 

* * « * 

Diplomacy World 

Diplomacy World is a quarterly magazine on Diplomacy, it is owned by Games 
Research f no. Its pxJrpom,, ' *« ** pr*4P**fe- . . 'lam^- ^mN^ 
diplomacy hobby by printing articles on ths Diplomacy hobby scene and on good 
play, carrying tha Hoosiar Archives Demonstration Game with expert analysis, 
listing rating systems , publishing letters to the editor and listing game- 
openings and zine news. In short anything oF general interest to ths Oiplomacy 
community is Fair game For DIPLOMACY WORLD. Subscript lone sell For $4. per year. 
Walt will be happy to sand novices a sample oF 0W For a couple of stamps to 
rsaver postage. Write: Walt Buchanan, R.R.#3, Bo* 324, Lebanon, IN 46052 

Thanks to Walt also For the cartoons in this issue, they ere From Diplomacy World. 

IDA Player Handbook 

Each year the I ntorns t i oria 1 Diplomacy Association issues a collection oF 
original articles, and wo 11 rsnpwned reprints in a mimeographed publication. 
There are articles on every subject oF Oiplomacy From ratings to strategy. 
This handbook is issued every year at the annual summer Oiplomacy convention. 
It has gained much re a p eo t in the hobby and is a best seller each year. 
The handbook is available in the US From: Edi Birssn, 35-35 75th Ave. , Apt. 302, 
Jeckson Heights, NY 11372. * 

In- Canada? Robert Correll, P.O. Box 642 f Station Q, Toronto, Ontario. 
The price is $6. V Myr 



IDA 3 A MIES INFO BULLETIN #16 
Prepared by the IDA Novice Committee 



Jan. 25, 197G, 



4-. 



Tru© ©heat:, is prepared ee a supplement: to the Qepheiete, 7 in order to provide an 
\jp-to»date listing of game opening© in the Diplomacy Hobby., Tna bulletin is 
prepared irrvsgifciar il y , updated when ever we hear of sufficient nee openings to 
make the prsviou* eheet .datftd. - ; Included -are <»jrrewii-«ubporiprt!iion.prioee, end 
gamafees where appli coble. Most publi share will sand a sow pie oopy of their 
zine For e stomp* 



^,:^«**W£30^pl fc .,..,,., h ^... ., . . , 
Lan utkomm.-fmm wm*&w^fm.'*m'i<x* **«yer* only in hi* z&m srontosmbaus. 

Theee games wiM,.** -pfe9yed: : ewj* <9%-4 vk .daadA4*ee-, pleas* nots that pieyars 
will no* reoei v* a,-. . aina.: ; *£,-euOh., but only 1* page ehsate ,9erjrylne 0 «|M;geme 
reports. The price is $4.50. Len's address iet 844 Wept Bt*iar Place, Chicago, 
IL 60657. 



l pibmecy Touraament . 
subscription to POL SI PIE where th* games «411 be carried. Suba ere 1/2$ 
page ^Ipa postage, Plandoiph Smyth, «4l rtra^wa.; 3Si***V Qntan*,' Canada. K1S 365 



in g»»Be^*PSW"ij^ll fo*sre, part of the 
The pri^ to join is $2. plus maintainee of a 



£rnie Oetoanelia l^ gftwa up anlngs in AUSTCRLXT*, with deadlines B ite. «h— -*t 
gamefea $&v*«tlet>. inbiudas subscription to His zlns until 'She geme'e oondlueion. 
Please sand a prmfmm^XiW^i^St is list' your country' 9 in of M^r& , 'prm?i' : ' 

Ban Grossman C 23 E 9 St. > #9, New York, NY 100093 hes openings in THE PREDAWN 
LEFTIST at $*. * svjlb, or ths alternative of for «t r s%fiT go**, aub ' ' ' ' 
included, it m "\ •"'>*' > : *n. ^ - 

Calvin Whits Cl Turnbsrry Ave., Toronto, Ontario, Canada. MSP IPS) 

has opening* *« JANU&V 6ej*»f ea« «ra $2.50 CSG* dieoount to 10*; ip wi u ue i a) plus - 
a subsoripUoPi. ;,BuSm wrm.r&A-. pan -pugs piws postage* sand # l*wp sua end Qui - 
will kssp the books. Articles and 



Michael Homeier [239 N. Bowl ing Crean way, Loa Angelas, CA 90043) has openings 

in the MA8^JMACMAVEMUCAN . Oaaefeee ara- $1 plue e*fV : ,. Sub* ore ; 10/$£ ... . 

' * DIPLOMACY PU9LI CATIONS 

W^cM®®-® auohanwi, R.R.«3, Seat 384, Lebanon, IN 48062) '" 

non-game zine devoted to presenting articles on play, ratings systems, and 
general inFormation to the Hobby' a players. This prof eeei ona lly printed zine 
also includes a demonstration game. Stab rate is $4. par year. C4 leeuee 
per year) Eaoh iaaue ia over 40 pages and Walt will aend a sanpla if ^ will 
a a nd him a couple of atawpa . Photo-of fast* 
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"for 



to 



Lan Lakofka ttffera an introductory zine for novices called 
a * Free copy nHtte Lan at 644 W. Sriar Place { Chloago XL 60887. 
pay- fof*"''poatdga would be appreoiated. 

TH - INTERNATIONAL DIPLOMACY ASSOCIATION'S DIPLOMACY HANDBOOK releaesd 8t this 
past summer's Diplomacy convantion ia now availablet for aala. Thie ia a aiaeo 
production which includes artioiee f ri^ «iew the hobby's renowned writarai 
•"Famous Stabs in Postal Diptowoy*? Edl mpjm^^m Making of an Alliance" 
by Len Lekofka, "Setting SmHm^ by John T«rra|f end the results of Low 
Pulsipher's Second North A, lrt «rican Oiplo«aoy Survey. THa priee is $2. for IDA 
members end $2.50 for non-members. ^rite's Edi Sirsen, 3S-3S 75th Ave., 

Apt, 302, Jackson Heights, NY 11372. In Canada? Robert- Correll, 44 Rawlinaon A v . 
Toronto 8 Ontario, Canada . M4P 2M9. 



Incidentally, if you are not a msrober of the International Diplomacy A asocial: i cn 
you should consider joining* The IDA publishes a bi-monthly news latter CIS plus 
pgs.3 to its members called DIPLOMACY REVIEW. Your dues contribute to the 
financial support: of such worthwhile projects sis the Boardman Numbers, the IDA 
Movies Fadtfeet, the Gsmeopeninga Project , and the International Subscription 
Exchange. Otjes are $2. per year. Write the Vice President/Treasurer i Len 
Lskofka, #»4 Briar Place, Chicago, IL 80657. 

Can 9 1 Find what you went? A more complete listing of openings, both regular 
and variant is maintained by Stephen Tihor, 122 Henry, Prinoeton U. , Princeton ( 
NJ 08540. This listing is an i led 0O "BY NA and is available for a etampsd- 
self-eddi-WBaad anWlope. This is atv excellent service and is Frecijently 
updated. 1 rsoommshd -ttat you write for a copy if you are in the market for 
gameopeninge. Computed updated. 

DIPLOMACY VARIANT OPENINGS 
-Fred Cf&lfs^ ft«* ! 0aMl^S^^5#i^ ; " Has dpsttlngs 

AJ?%»^ftffnWrg/'- teffrr??*^ ia played on 

gMsr, .Power, bj^lns with 4 Supply 



in the variants of ^sta^ctlp^ 
a slightly. mct^nd^^^of^^popm , but 



m 

Centres and 8 provinces. Russia has kO provioas and S centres. Atlantic^ II-R 
and ,^0MLjgtf% ikJfCS^^?% ***W£ gswsft. .use srjiy/ri^^l^ owxssif%Q mors 

Ths ga^ ! s^ilTb|H|^i^ J?; *§s5ac|£R , . which Frsd Ojpvis has regularly publishsd 
for SO issues, duo fees are" $3 .80 for IS issues in N.A. 

Robsrt V Sas^^^' V ,;C#^i : BH&^^-tii New .York, NY 10034) .Has openings in 
LORD OF THE nO'STS" for the variant© of Dowfall II, Par lament. The price is 
$3. plus sub £oy*he Writs for further details. 

R* n nn itt ffM^ihnTI'il' miTTtiitftHirf rTwn Martin, CA 98048} 'has openings if* His zins, 
THS fJfjS3fr ?W&£ i* Yeijlnggio wyf Iter iant is the opening, price $1.80 plus sub. 
subs are IQ^$1. §i \ 

IF you havs%^-^rl^«Ms^ or- <^s%l>ohsf, please don't hesitate to writs any 
members of the I OA Novice Cotamittee*. , . Our addresses are on page 1 of the 
Csphsids. Thsnkyou. 



I0A Novies- Committee , 

62-60 $®W*i«8i; .V ^' r *- : ' ' 
Apt. 1820, 

Rege Pjj*, :M£Rftrj*.:-' 

U. 3. *. qCia?fc r vf: 



f\ ---- 




Rod Walker , 
"Alcala" , 

1273 Crest 

Encinites, CA 92024 

y, s. A. 



